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Taking Ivar
Further
You played a hero with the edges filed off, so you could start rolling on page one. Four steps turn Ivar into a full
character for a full campaign. They are Chapter Three of the Core Rulebook.

1 ·  Establish NPC Bonds

In the demo you had simple contacts. In the full game, relationships carry mechanical weight. Pick your bonds from your
Background. They pay out during Downtime.

Mystic gives him spirits and elders. Name the one who taught him the old ways, and name one Fomorian who still speaks
to him.

2 · Forge Player Bonds

A party is more than strangers in the same fight. Bond with at least two other characters. Rival ranks a skill up when they do.
Bound by Fate swaps Boons and Banes. Shared Secret buys one re-roll a session.

3 · Build Your Foundation

Choose one location as your Home. You roll no Fate dice on downtime checks there. Then choose two more you frequent, and
you are known and welcome in both.

Sanctuary is his class ability and the natural Home. Warded ground, and no Fate dice on downtime checks inside it. Then
pick a trailhead and a healer as his two locals.

4 · Create Your Nemesis

This is the one that matters. Choose a characteristic you want to raise. Your Nemesis is better at it than you are, and beating
them is the only way to raise it permanently.

A Fomorian who calls him a traitor is the cleanest pick, and it costs the Narrator nothing to set up. Choose Physicality or
Soul as the characteristic you want to grow.

What the full game opens up

Crafting. Build your own magical items, potions and gadgets during Downtime.

The world. Past the Grey Zone into the Infernal Realms, the Necropolis, and the Dream Realm.

Deep progression. The Nemesis Cycle, permanent characteristic gains, and new Traits.

Your destiny is waiting. The Mist has fallen. What will you do now?
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P l a y  F o l i o  ·  I v a r

Ivar
“The Frozen Ward”
S h a m a n  ·  F o m o r i a n  ·  P r i e s t

They saw a monster. Something older saw a warden.

Ivar  remembers  the  cold  grey  of  Dun  Balor,  the  mountain  prison  where  the  Fae  Council  exiled  his  people.  His  kin  spent
generations sharpening axes and nursing the grudge. Ivar spent his youth listening to the stone and the wind, and the softness in
his eyes unnerved the Fomorian warriors around him.

When the Mist fell and the Grand Secret shattered, the Fomorians surged back into the Earth Realm. Most of them wanted to rule
it. Ivar wanted to belong to it. He wandered into the Freelands and nearly died to a Humanity Now patrol that saw only a monster.

What saved him was a vision. A great spirit bear stood between him and the guns and led him to a hidden sanctuary. He took the
Shaman's path there. He is fighting on two fronts now, against the things coming through, and against everyone who expects a
brute.



Ivar T h e  Ta n k

C h a r a c t e r i s t i c s
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2
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2
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2
Your status tracker runs from minus the characteristic to plus it. Drive one to zero and you take an injury.

S k i l l s

Athletics (Phy) D6

Concentration (Men) D6

Dodge (Dex) D6

Intimidation (Inf) D6

Intuition (Soul) D6

Leadership (Inf) D6

Lore: Scholar (Men) D6

Lore: Survival (Dex) D6

Melee (Phy) D6

Negotiation (Aff) D6

Religion (Soul) D6

Streetwise (Aff) D6

Willpower (Soul) D6

Withstand (Phy) D6

Anything not listed is untrained and rolls a D4.

M a g i c    ·    A f f i n i t y :  L i f e

Bastion D6 Restoration D6

He heals the land as readily as he heals the people standing on it. Every school not listed is untrained and rolls a D4.

E q u i p m e n t    ·    4  w i l d c a r d  s l o t s

S lot I t e m R a r i t y Tag s

Weapon Totem Staff Common Long, Restorative
Weapon War Axe Common Empowered
Accessory Tribal Tattoos Rare Tribal Ink, 3 quality, 3 magical slots
Attire Hide Armor Common Mesh
Storage Satchel Common

Yo u r  w ay  i n    ·    T h e  C o r ru p t e d  E a rt h

The spirits will not go near the campus arboretum. They are screaming that something unnatural is buried under the manicured lawns.
Cold iron and Infernal runoff are poisoning the soil.

A fraternity, or a Humanity Now cell, is dumping alchemical waste and testing anti-magic weapons on captured spirits. You are a
Guardian. This does not stand.

Clues ☐ ☐ ☐ ☐ ☐ ☐ ☐ ☐    Leads ☐ ☐ ☐ ☐

C o n d i t i o n s  yo u  m ay  m e e t  t o n i g h t

Bleeding. One Physicality and one Dexterity each round at the end of the
Delayed Step.
Cover. Add two to your rolls to defend from ranged attacks.
Fear. One Mentality damage at the start of each round, before Declare.
Grappled. You cannot change range bands or take actions needing free
movement.
Knockback. You are pushed back one range band from the source.
Knockdown. You are struck off your feet and gain Prone.

Mind-worm. One Mentality at the end of the Delayed Step, for rounds equal
to its ranks.
Prone. On the ground. Standing costs your action. Subtract two from
ranged attacks.
Slowed. Your action resolves one speed bracket later than you declared it.
Stun. You lose your next action.
Terror. One Soul damage at the start of each round.

P l a y  F o l i o  ·  I v a r

Traits, Talents & Play T h e  Ta n k

T r a i t s

T r a i t O r i g i n E f f e c t

Giant Heritage Ignores the Unwieldy tag on items and equipment.
Third Eye Background May make an Intuition check as a reaction to gain a magical understanding of the

target: affinities, spellcasting ranks, and magical vulnerabilities.
Stone-skin Hindrance

(Monstrous)
Absorbs 2 physical damage, the first instance each round. Monstrous: Fate rises one
rank on all interaction tests except Intimidation.

Ta l e n t s

Ta l e n t S k i l l  /  Tag T y p e E f f e c t

Natural Toughness Withstand Ability If attire and jewelry grant fewer than three points of Physicality Defense
Pool, add your ranks in Withstand to defense rolls against Physicality
damage.

Remote Lore: Survival Ability Re-roll tests to navigate, resist environmental damage, and interact with
remote locations.

Restorative Restoration Tag When active, the target heals one point of the spell's chosen status at the
end of the Delayed Step for rounds equal to your ranks in Restoration.

Mentality Bastion Tag When active, the Bastion spell grants its Defense Pool against Mentality
attacks instead of Physicality attacks.

Channeling Concentration Ability Spend an action concentrating to gain Soul status equal to your ranks in
Concentration.

P l ay i n g  I va r

You are the wall. Stone-skin absorbs the first two physical damage each round, and Natural Toughness adds your Withstand ranks to
your defense. Stand in front. Put Bastion on whoever the minions are swarming, and keep Restoration in reserve.

E v e r y t h i n g  e l s e  yo u  n e e d

T h e  c o r e  c h e c k

Characteristic + Skill die − Fate die. Beat the Challenge Level and you succeed. Match it exactly and you succeed. Come in under it and
you fail, and the Narrator adds a complication. Double the Challenge Level or more is a heroic triumph and earns a Boon.

S k i l l  d i c e

Untrained D4   Rank 1 D6   Rank 2 D8   Rank 3 D10   Rank 4 D12   Rank 5 2D8   Rank 6 D20   Rank 7 D20+D4

Fat e  d i c e

One rank D4   Two D6   Three D8   Four D10   Five D12   Six 2D8   Seven D20

T h e  r o u n d

Declare what you are doing before anyone rolls. Then resolve in speed order: Superhuman, Fast, Normal, Slow, Delayed. Spells are Slow
by default. Then Ready, where everyone decides to hold or run.

Ta k i n g  da m ag e

You do not have hit points. Damage marks a status tracker down, and the tracker's floor is your characteristic. Drive a characteristic to
zero and you take an injury from that table. Healing can only bring a negative status back up to zero.

B o o n s  a n d  B a n e s

Boon. Remove a rank of Fate from your next check. Add a story element to the scene. Bank it as experience. Or trigger a talent or item
that needs a Boon.

Minor complication. Add a rank of Fate to the next check. The Narrator adds a story element. Or more goons arrive.

Major complication. Status damage. An injury. A new nemesis. You are forced to roll unskilled. Or something on an Adversary Card fires.
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